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PREZ NOTES 


Hmmm, sure seems like we missed summer again this year! 
But there is one good thing about winter that all computer 
users like, and that is, there is more time to spend on the 
ol' keyboards. While ol' man winter blows his head off we can 
sit in our nice warm rooms and keep up with the latest in the 
computer world. Speaking of the computer world. Here is a 
little notice straight from the horses mouth. 

ATARI CORP. PRESS RELEASE, Sept. 18, 1986 

(Sunnyvale, CA) Atari Corporation announced today that it 
has filed a Registration Statement with the Securities and 
Exchange Commission for an initial public offering by the 
Company of 4,500,000 shares of Common Stock (and up to an 
additional 675,000 shares that may be purchased by the 
Underwriters from the Company to cover over-allotments) 
through an Underwriting group to be managed by PaineWebber, 
Incorporated. The price range is anticipated to be between 
$11.50 and $13.50 per share, and the offering is scheduled 
for mid- to late October. A written prospectus with respect 
to the offering will be available from PaineWebber, 
Incorporated. 

Atari Corporation develops, manufactures, and markets 
microcomputer systems and software as well as video game 
systems, designed to offer advanced technology at low prices. 
The Company's product line consists of the 16/32-bit ST 
computers, the 8-bit XE computers, and the 2600 and 7800 
video game systems, with associated software and accessories. 

A registration statement relating to these securities 
has been filed with the Securities and Exchange Commission 
but has not yet become effective. These securities may not 
be sold, nor may offers to buy be accepted prior to the time 
the registration statement becomes effective. This 
(communication) shall not constitute an offer to sell or the 
solicitation of an offer to buy nor shall there be any sale 
of these securities in any State in which such offer, 
solicitation or sale would be unlawful prior to registration 
or qualification under securities laws of any such State. 

For more information, please contact Greg Pratt, Chief 
Financial Officer of Atari Corp. at (408) 745-2349. 

Thought you would like to know that Atari is far from 
folding as the rumors from Commodore would like you to 
bel ieve. 

GO FOR IT ATARI!!! 

DON SMITH 



LOUISIANA TEEN ARRESTED IN COMPUSERVE FRAUD CASE 
By Cathryn Conroy CompuServe Online Today August 22, 1986 
A Louisiana teen-ager has been arrested for allegedly 
using stolen long-distance access codes from theLake Charles, 
La.-based Mercury Long Distance and credit card numbers 
stolen from the trash of a Morgan City, La., restaurant owned 
by his parents to fraudulently access computer services on 
CompuServe Inc. 

Shane Chao, 19, of Morgan City,La., was arrested and 
jailed Tuesday by the Louisiana State Police, who allege Chao 
used the unauthorized Mercury access codes for a period of 
two years and fraudulently used CompuServe since March. 

Bond of $10,000 was posted for his release. Sgt. Michael 
Edmondson told Online Today that Chao has been charged with 
two felonies:computer fraud and unauthorized use of an access 
card. Police said they seized about $3,000 worth of computers 
and peripheral equipment. 

Chao allegedly gave CompuServe fraudulent information 
from three different credit cards using discarded carbons 
found in the trash of his parents' restaurant. 

Edmondson Indicated that no merchandise or cash was 
stolen,that the accused gained access toCompuServe mostly to 
use the popular CB Simulator. 

Authorities said the suspect used stolen codes to call 
the CompuServe node in Baton Rouge from his hometown of 
Morgan City 73 times and to make three other long-distance 
calls. 

Combined losses to both CompuServe and Mercury Long 
Distance are estimated to be several thousand dollars. 

CompuServe is investigating and prosecuting several 
other cases of a similar nature in eight to 10 other states, 
according to the company's security administrator. 

“We take this seriously," he said, “because it involves 
serious losses to companies. In addition, such activities are 
both criminally and ethically wrong.” 

He said it is CompuServe’s policy to cooperate with law 
enforcement authorities when fraud is suspected. 

Chao's arrest took place less than 24 hours after 
Mercury reported to the Louisiana State Police that it 
suspected a case of telecommunications fraud; however,Mercury 
and CompuServe had been jointly investigating the case for 
several weeks. 

“We appreciated that the Louisiana State Police acted 
swiftly and professionally in a case that is sometimes 
considered technical and possibly intimidating," said 
CompuServe's security administrator. 

"The police were quick, effective and thorough." 
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NAM - Reviewed by JEFF BONE"NAM" 

by Strategic Simulations Inc. 

Solitaire Play Only 
Retail Price $34.95 

Several years ago a game with this title would have been 
as controversial as the war itself. But, attitudes and 
public opinion have changed. In fact, there is nowploit this 
interest into capital gain. Several board games have been 
released. Now, computer simulation games of thisOeza are 
ploit this interest into capital gain. Several board games 
have been released. Now, computer simulation games of this 
era are arriving in full force. 

The first thing that should be said about NAM is that it 
is a “tactical" combat game. Therefore, it does not simulate 
any of the political problems that existed at that time. 
But, if you're looking for action, you got it! From turn one 
till the end of the game the action is fast and furious. 

Upon booting the diskette, you're given a choice of five 
scenarios to choose from. These five scenarios represent 
various historical situations that occured throughout the 
war. Next, you choose the level of diffuculty you wish to 
play. The computer then asks you to choose a “historical" or 
"non-hlstorleal" set-up for the enemy forces, the historical 
set-up is obviously the same every time. But, don't think 
the word non-historleal means random, because it doesn't. In 
fact, there are actually only two different “non-historical“ 
set-ups for each scenario.The computer then creates the 
terrain for the scenario being played. Graphics! And they 
look great. The colors are vibrant without being obnoxious. 
Good detail, too. You can actually tell the difference 
between a Ml 13 APC and a M60 MBT < a personnel carrier and a 
tank to you civilians ). A smooth scrolling map is also 
present.The next thing you notice is that only your troops 
are visible. Yup, that's right. The enemy units are 
"hidden". They will remain so until they are spotted or fire 
upon your troops. So, you'll have to search for them. My 
palms are getting sweaty... Then comes the "Artillery Plot 
Phase". This allows you to place the cursor anywhere on the 
screen for indirect bombardment. This is an excellent way of 
softening up suspected enemy positions. 

Next, the "Movement" and "Combat" phases alternate 
between the computer and the human player.The final phase 
awards victory points and asks you if you wish to save the 
game . 

Now, for a note on game design. The game has some 
interesting play balance features. Since each American unit 
is superior, they are worth more points < if you lose ONE 
tank you'll have to destroy FIVE enemy units to break even ). 
To prevent from losing units you will need to rotate your 
front line troops. Because, every turn a unit does nothing it 
regains strength. This is very hard to do since 3 out of the 
5 scenarios have the Americans on the defensive. 



out-numbered, and out of posit ion.Now, some bad news. 
Helicopters are much too slow in this game. They are only 
marginally faster than a truck. Yet, they are worth 60% 
more points. Which makes them "not worth a flying truck"! 
Also, there are no "innocent civilians" present. So, with 
superior firepower, you are allowed to lay waste to entire 
villages with no chance of losing points for "hurting 
civilians". This is un-realistic. The civilian element in 
Vietnam was a touchy political situation. Civilian 
casualties were quickly exploited by the enemy. While allied 
forces were trying to gain the confidence of the 
populace.This game is rated "INTRODUCTORY". This is because 
the rules are easy to understand and short. But, the complex 
tactical and strategic decisions that need to be made make it 
an intermediate game. 

WARNING! This game is addictive. Many a night I’ve 
found myself surrounded by mosquito netting while wearing my 
cammies and boonie hat. The "Apocalypse Now" soundtrack 
played at full volume on the old turntable. 

On the Software Report Card, I give this game a B-.Oh, 
by the way. If you find yourself surrounded by hundreds of 
Communist troops, with no hope of escape, you can always 
press "the button" to end it all...The reset button, that 
is...Squad dismissed! 

































BACK TO SCHOOL BLUES 

As I sit here before my computer, I marvel that there 
are only a few more days until my children go back to school. 
Where has the summer gone to? It seems like summer just 
started. But oh joy! I now get custody of my Atari 800XL 
again! No more little tyrants threatening to format my disks 
if I don't let them have equal time on the “family" computer. 
I will again have my mornings free to commune with my friend, 
who has had to put up with children tounching it. Children 
are so wonderful...and such a pain at the same time! 

What can your home computer do for you during the coming 
school year? Many parents are concerned about the amount of 
time their children spend in front of the TV or computer. 
They worry that their children will become anti-social 
creatures of the night, spending every waking moment hacking 
away at their terminals. Do not fear, parents! There is 
hope . 

Expose your children to other things besides games. 
Learning to use a word processor at any early age will give 
your youngster an advantage when he or she goes into junior 
or senior high school. My 8th grader is required to take a 
semester of "keyboarding" this year. At least he has had 
three years of exposure to the keyboard, so he can remember 
where most of the keys are. 

Use your computer for drill and practice, such as doing 
spelling words and multiplication tables. The computer never 
loses it's patience, waits for the children to answer, is 
relativly easy to use. 

Check with your local school district for the 
ava i lab 11 i tya%f programs for your particular computer. You 
don't have to rely necessarily on copyrighted software, there 
is quite a bit of software that is public domain. You might 
even what to try your hand at programming your own. 

When your children get older, they could learn BASIC or 
LOGO. In fact, that would be a great family project. I 
would especially like tg fee more., girls, become interested in 
the computer. Mbst girls just can't be terotfaered to learn 
anything beyond what is required in schsei. For some reason, 

boys just eat it up, wanting to know more-.and more. Maybe 

getting involved in telecommunication is the answer, then 

girls could also contribute. 

Now back to the subject of school beg inning....it is 

nice to start MY vacation, as soon as the ;kids go back to 

school, I need it! 

A mother of four. 

Sue Coleman 
4022B Harrington Loop 
Hill AFB, UT 84056 
(801) 776-3196 
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Sew #-bIt Programs!!!! 

Leader loard 
Fight fight 
Football 
Top Cunner 
Speed King 
Action Biker 
Kik Starter 
Video Poker 
lever Ending Story 


lew ST Software!!!! 

Bac Easy Accounting 
Leader Board Tournament disk 
Silent Service 
Mighty Mail 
Winter Carnes 
Strip Poker 
Becimal Bnngeon 
Fraction Action 
Backer B 
Star Fleet I 



400 48k/64k UPDATE and 130XE/320K UPGRADE 


By david young 

Note: the following are hardware modifications and 

should be tried at your own risk. 


For the one person out there that maybe interested . The 
64k upgrade does not work as shown last month, the copying of 
a copy of a copy etc. some information was lost. I wrote 
Claus Buchholz and he provided me with the information 
necessary to make it work. 

The copy was slid of to the left deleteing what to tie pins 
8 and 9 of the 74LS02 chip to. 

The following should be added to the 64k diagram: 

PIN 8 OF THE 74LS02 CONNECTS TO PIN 7 OF Z105 ( ON MOTHER 
BOARD ) 

PIN 9 OF THE 74LS02 CONNECTS TO PIN 13 OF THE RAM SLOT 

THE ADDITION OF A RC reset CIRCUIT IS ADDED TO THE 74LS74 
CHIP. THIS CONNECTS AS FOLLOWS. 

ADD A 4.7K OHM RESISTOR BETWEEN PIN 14 AND PIN 1 OF THE 
74LS74 

ADD A 10MFD CAPACITOR BETWEEN PIN 7 AND PIN 1 OF THE 
74LS74 

Everything else remains the same as shown in last months 
article. 

As Claus stated in the article, he has not tried this and 
still doesn't know anyone who has tried it. I haven't 
reinstalled the corrected circuit my self yet. But give me 
time I'll get around to it eventually. 

If you have further questions the editor of this newsletter 
will give you my phone number and I will try to answer your 
question. 


Now for the newer 8-BIT machines the 130XE 320K upgrade. 
I can't remember where I got this article from but it has 
been floating around my disk files for awhile. I don’t have a 
130XE or I would have tried this one out too. 

Well so much for me now lets here it from SCOTT PETERSON 
author and Sysop for the PEANUT GALLERY BBS. 


The 130XE/320K upgrade 
by Scott Peterson. 

(Note :for your information only. Try this hardware 
modification at your own risk!) 

After both reading and building both the 800/288K 
upgrade (D.G.Byrd), and the 800XL/256K upgrade (C.Buchho1z), 
I decided that there also had to be a way to upgrade the 
130XE. 


There is, and thanks to the "Freddie" chip (C061991) this 
modification is much easier to do than either of the other 
upgrades. 

To do the upgrade you will need a soldering iron, a 
de-soldering tool, and some fine wire. See the parts list for 
the chips needed. 

First, remove both the case and the metal shield to get down 
to the mother-board. Then remove the eight ram-chip U26 thru 
U33 (MT4264). They are the row closest to the TV RF module. 
Next, install Z2 thru Z9 in the place of U23 thru U33. These 
are the 256K ram-chips. You can solder them to the mother 
board, or use sockets. Now take a piece of wire approx 12 in. 
long and run a jumper from pin one on each of the 256K 
ram-chips to the next. After you do this the wire will be 
connected to pin 1 on Z2 thru Z9 and you should have about 6 
inches left over. Do this on the rear of the mother board and 
then snake the wire thru the 
large hole near the ram chips. 

Next, desolder and remove U23 (C014795), and replace it 

with a 40 pin socket. Bend up pins 15 and 16 on U23 and 

insert it in the socket you just installed. Take Z1 (74LS158) 
and bend up all the pins on it except pins 8 and 16. Put this 
"piggy-back" on top of U20 (HD14050) and solder pins 8 and 16 
of Zi to pins 8 and 16 on U20. Now solder a short jumper from 
pin 15 on Zl to pin 8 of Zl. 

t 

Now, take a piece of wire about 4 In. long solder one end 
to pin 30 on the chip marked "C014805" on the mother board, 
and the other to pin 1 on Zl. Next solder a wire to pin 15 
(one of the two you bent out) of U23 and connect the other 
end to pin 2 on Zl. Solder a wire to pin 16 on U23 and 

connect the other end to pin 3 on Zl. 

Take R1 (33 ohm) and trim the leads to about 1/4 in. Take the 
wire you connected to pin one on the 256K ram-chips and 
solder it to one end of Rl, solder the other end of Rl to pin 
4 on Zl. Re-assemble the RF shield and case and you are 

finished. 

PARTS LIST 


1) Zl 74LS158 (2 to 1 Multiplexer) 

8) Z2-Z9 41256 dynamic RAM (150ns) 

1) Rl 33 ohm 1/4 watt resistor 

1) 40 pin socket 

8) 16 pin sockets (optional) 

The next page is a quick overview of the bit table and 
numbers to be used in location 54017 (PORTB). I have finished 
modifying a ramdisk handler for the extra ram. It uses a ram 
based OS so basic XE or XL can’t be used. At present the best 
deal for this mod. is to use MYDOS 4.0. This supports a very 




large single density ramdisk. With basic XE you can use a 
1500 sector ramdisk and without it you can have about 2000 
sectors. 

This upgrade has been built and tested on a BBS, it has run 
for days on end without a memory loss or error. If you need 
help or more information feel free to call the Peanut Gallery 
< 408)-384-3906. 24HR, 300/1200 Baud. Leave mail to the 

SysopCthats me). Good luck and let me know if you write a 
better handler. 

Memory Control Register 54017 <$D301) 

Bit 76543210 
DabCcdBR 

D=0 enable diagnostic ROM. 

B=0 enable BASIC ROM. 

R=1 enable OS ROM. 

C=0 enable extended RAM. 
abcd= memory control bits. 


Bank # Control# 


Bank 0->131! 

Bank 1->135! 

Bank 2->1391 

Bank 3->1431 

Bank 4->1631 Basic* off 

Bank 5->1671 OS = on 

Bank 6->1711 ENH = on 

Bank 7->1751 

Bank 8->1951 

Bank 9->1991 

Bank 10->2031 

Bank 11->2071 

Bank 12->227 1 <--\ 

Bank 1 3->231 1 \ 

Bank 14->2351 / 130XE Banks 

Bank 15->2391 < — / 


If you are using MYD0S 3.016 and wish to use Basic XE and a 
ram-disk at the same time, boot DOS and poke 5275,163 and 
5324,16. Go to DOS and write the new DOS. This will keep the 
two from "bumping" into each other. A similar poke can be 
done to DOS 2.5, it is poke 4838,163. The handler I have will 
set up 192K of the extra ram as 2 SD ramdisks or 1 DD 
ramdisk. 

If you are a hot-shot programmer (I'm not) I think a print 
spooler that uses part of this ram would also be very nice. 
This mod is easy to do and perfect for running a BBS. One 
note, on CompuServe there is a mod by Rich Andrews which 
should not be confused with this one, his uses 33 new chips 
and mine uses 9 new chips. Have fun. 

Scott Peterson 


This article may be 
user's group bulletin. 


reprinted in your newsletter or 
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A FEW WORDS... By Leo Sell, President of C.H.A.O.S., 
Lansing, MI 

Recently, while reviewing the local Commodore club 
Newsletter, I became aware of a very disturbing problem that 
their club was dealing with. It seems that Commodore, in 
order to recognize the group as an "official" user group, 
REQUIRES the names and addresses of the active members to be 
sent to the corporate offices. The penalty for failure to 
comply is termination as a "authorized/recognized" user 
group. I find this to be highly offensive and am writing 
this to fight the precedent, and to make people aware of the 
problem so that it will not spread to other brand computer 
user groups. 

The idea of invading our privacy in such a way is 
unfathomable. The only reason a company could have for doing 
such a thing is to easily build a mailing list for use or 
sale . 

Now, I don't mind staying informed through junk mail as 
well as other sources. But if you want to use or sell my 
name and address, please be gracious enough to ASK. Don't 
intimidate, strong-arm, or force it out of me. Then you are 
violating my dignity, if not my rights. 

It seems to me that this sort of action is a very real 
invasion of privacy. Furthermore, to me it is highly 
unethical. A REQUEST for such information is one thing, but 
making the information a requirement of being listed as an 
"official" user group is out and out blackmail. Computer 
companies and their corresponding user groups need one 
another. They can support and build each other up in 
mutually beneficial ways. But, there must be a lot of trust 
in the relationship. A demand like this violates the that 
trust. 

Atari Corporation, please be on notice. DO NOT ever put 
Atari user groups in this kind of position. Commodore may 
have set a precedent with this action, but please don't 
follow it. It is a very disquieting development, potentially 
extremely damaging to user group relations. We do not ever 
want to make this kind of decision, so please do not require 
it of us. Instead, let's continue to do all we can TOGETHER 
to promote Atari computing. 
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